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TYPHOON OF STEEL is a sequel to our best-selling 
PANZER STRIKE! game. The action is so detailed, you'll feel 
like you’re caught in the middle of a banzai charge of 
the Japanese Army! Each unit symbol represents either 
one tank/gun or a squad of infantry; each square of the 
60x 60 map, 50 yards. 

It also offers so much play flexibility that it qualifies 
more as 2 construction set than game. Powerful tools are 
provided to let you easily create your own maps, troops 
and missions. 

Three theaters are covered: The Pacific Theater 
(Americans vs. Japanese); the Asian Theater (British vs. 
Japanese); and European Theater action involving 
American troops vs. German troops. This tactical game 
includes practically every ground weapons used in those 
theaters — from tanks, tank destroyers and artillery to 
trucks, mortars and machine guns. Pillboxes, mine fields, 
dragon’s teeth, flamethrowers, and naval gun support are 
also included. 

The ratings for armored vehicles go beyond even our 
usual high standards for realism. For example, armor is 
segmented into front and side of hull, front and side of 
turret, and top. Tracks can also sustain damage. 

You can choose to simulate single battles or an entire 
campaign. The former lets you play against another 
player or the computer and to depart from the historical 
setups already provided by making use of the construc- 
tion features. 

The campaign scenario,pits you against the computer. 
It creates the maps and determines the type of battles 
and offensive/defensive missions. You “buy” tanks, 
infantry and support units (such as artillery and anti- 
tank guns). 

The ultimate objective of the campaign game is to 
fight — and win — as many battles as possible before the 
war ends. If you suffer heavy losses during one battle, it 
will take a long time for you to replace and upgrade your 
forces before you can fight the next battle. 


Screen displays shown are from { 

the APPLE. Displays from other 

computer(s) may vary. 
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Move cursor. 
Display current score. ; 
View terrain only. All units are cleared from the screen so that the underlying 
terrain can be seen. 


Select unit. Press the formation letter followed by the unit number. That unit 


will become the current unit and you will be placed in the Unit Menu. 

Get unit at cursor position. The unit at the cursor location will become the 
current unit and you will be placed in the Unit Menu. 

View. All squares that can be seen from the cursor location will be inversed. 
View mission objective. All squares in the mission objective area will be 
inversed. 


Exit Orders Phase. 
Inspect stack. The type of the next unit down in the stack will appear at the 


bottom of the Map Menu. It can then be accessed with the U key. 

Toggle maps. The map changes to whichever (strategic or tactical) is not in use. 
The score is displayed and the game will end. 

Places all units ona side under computer control. In Deployment, this key 
Digs-in all units. 





(1) Decrease message delay 1 increment. 


9) Increase message delay 1 increment. 
‘o Orders. Go to an Orders Phase at the end of the current Combat Phase. 


(P) Toggle pause. When first hit, will stop the action; when hit again, will restart it. 
(S) Toggle sound. Turns sound on and off. 
(T) View terrain only. All units are cleared from the screen so that the underlying 


terrain can be seen. ; 
(Z) Toggle maps. The map changes to whichever (strategic or tactical) is not in use. 


QUESTIONS OR PROBLEMS: Our main business telephone number is 
(415) 964-1353. We also have a Technical Support Hotline number. 
(415) 964-1200, which you can call if you have problems with your 
disk or need a clarification of the game/rules. Both numbers can be 
called every workday, 9 to 5 Pacific Time. 
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independent of fire, but does use some of 


the same procedures. 


mbardment fire lasts 5 pulses against 
as square. When you look at a unit's tar- 
get you will be shown either the delay left 
until fire commences or the number of 
times already fired. You can cancel bom- 
bardment fire before it has hit or before 
the end of 5 pulses. 


Indirect Bombardment Fire: 

The distinctive features of indirect bom- 
bardment fire are how accurate the fire 
is in hitting its target square, and how 
long the delay is from when the fire is 
ordered. 


Indirect bombardment fire may be sub- 
ject to two delays: an administrative 
delay and, for off-map artillery only, a 
spotting delay. The administrative delay 
is dependent on how the fire is called 
into the target square. Indirect fire must 
be plotted by a friendly headquarters in 
command control. (The fire is plotted by 
moving the cursor to the target square 
and pressing the B key. See below.) An 
HQ unit that plots the fire is known as 
the spotting unit. Fire can be called in on 
squares which no friendly unit can see. 





The administrative delay, that is the 
number of pulses before the fire begins, 


mn| depends on the plotting unit: 
Unit Plotting Delay in Pulses 
aaitiene Firing unit 1 
_ Firing unit's formation HO 3 
Battalion HQ (AO) 6 
Other HO 9 


j Note that these delays will be shown on 
the screen when you choose which unit 
to assign to the bombardment after 

pressing B. 

There are some exceptions to the delays 

listed above, and in these cases the 
| ama administrative delay is only 1. When the 
firing unit is firing again at a target it just 
finished firing at, the delay is 1. Both 
sides in a assault scenario can also plot 
indirect fire in the first Orders Phase 
with only a delay of 1. Direct fire 
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bombardments 

(Gee Bela a ia iocslayiorhl 
Besides an administrative de’ 

also a spotting delay when the ea S 
done by off-map artillery units, Ad d th 
spotter’s skill rating to the firing fae 
skill rating. The result is the ere s 
chance that the unit will begin its rag 
any given pulse. This spotting delay bes 
not apply if the unit is firing smoke if it is 
firing at an unspotted square, if it is firing 
at a target it just finished firing at, or 
the first turn of an assault scenaria. 


Once a unit begins its fire, it 
based on its rate of fire Bisticeed ebeee 


Accuracy, the probability that the 
assigned target square is actually hit, is 
also important for indirect fire. Such fire 
may scatter a certain number of squares, 
When this happens, the computer goes 
to the assigned target square. It then 
determines the maximum distance the 
fire might scatter. For each square of 
scatter, the computer randomly deter- 
mines one of the 8 directions and moves 
one square in that direction. Whichever 
square the computer ends up at 
becomes the actual target square. 


The maximum scattering distance 
depends on whether the firing unit is on- 
map or off-map and how the target is 
spotted. If no unit can see the target 
square (that is, the fire is being blindly 
plotted), the maximum scatter is 9 
squares. If it’s the first pulse that the fir- 
ing unit has fired at the target, the max 
scatter is 9 squares. If it is not blind fire 
and the firing unit fails to pass an accu- 
racy check the scatter is 4; if it passes 
such a check the scatter is 2. The scatter 
of rocket unit fire is always 9. 


This accuracy check which is made is 
similar to a regular skill check, but you 
add the firing unit's skill rating and the 
spotter’s skill rating and compare the 
result to a number between 1 and 20. 
Thus if the combined skill is 10, the 
units will have a 50% chance of passing 
this check. 


ated | eet 
; pa ——— 
ur a ihe Sal 


ay 


modifiers which will 
eas ae Benoit of scatter. If any of 
redursilowing conditions are met, the 
ce a ed: if the firing unit has a 
ore of Sight to the original target 
are; if the range to the target is less 
an 30 squares; Or if the firing unit is 
Off-Map firing HE fire and the target 
square can be seen by the spotting unit. 
All modifiers are cumulative. 


scatter is less than 1 square, 
het a eee possible is for the fire 
to hit the assigned target 25% of the time, 
with it scattering 1 square the other 75% 
of the time. The fire is considered to hit 
the assigned target as long as the final 
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depends on the accuracy and max ran; 
of the firing weapon, the Tange to the tah 
get, and the type of target being shot at. 
The accuracy of a weapon is listed on the 
owning unit's Weapons Page. The com- 
puter uses this figure, the weapons max 
range and the range to the target to 
determine an accuracy figure. This figure 
will range between 98% if the target is in & 
the same square as the firing unit: tothe | 
accuracy listed on the Weapons Page at | 
half the weapon's max Tange; to2% at | = 
the max range. (The actual formulas used _ | 
are set forth in the Formulas section.) | 


Wee 


If the target unit is a hard target, the Se, 
Tesulting accuracy figure is modified by Stas ot 


square that the fire ends up in is the 


same as the square assigned. It does not 
matter how many squares the computer 
may have looked at to get there. 





Once a target square is determined, 
whatever units are in the square (friendly 
or enemy) are subject to damage. See the 
damage procedures set forth below. 
Bombardment fire always uses HE shells 
and there is never a primary target. 


Direct Bombardment Fire: 


A unit, such as a tank unit, which nor- 

mally conducts point fire can also con- 

duct direct bombardment fire. The unit 

itself calls in the fire and so must have a 
LOS to the target square. There is no 
spotting unit. Other than that, the fire is 
conducted as indirect bombardment fire 
with the exception that the maximum 
delay is 1, and there is no first round 
accuracy penalty. Its rate of fire is com- 
puted as discussed above. 


Point Fire: 


Whether a target unit is hit by point fire 


the hard target modifiers (see the 
Accuracy Modifications Table). Generally, 


the accuracy will be better if the firing 

unit fired the last pulse at the same tar- 

get. The accuracy will be worse if the fir- 

ing unit fails a skill check, or is Pinned, 
Buttoned, or has any suppression 
points. It is also worse if the target is not 
adjacent and Retreating, or in cover. The 
accuracy is worse if either the target or 
the firing unit is moving, with Full 
Advance being worse than Cautious 
Advance. The silhouette size of the target 
is also a factor; it is figured the same as 
it was for visibility, above. 


If the target unit is a soft target, the 

accuracy is modified by the soft target 
modifiers for the firing unit only. That is, 
if the firing unit fails a skill check, or if it 
is moving, Buttoned, or Pinned, the 
accuracy will be worse. 


No matter what the target, the modified 
accuracy can never be more than 99. 
The lowest the accuracy can be against 
soft targets is 12, and against other tar- 
gets is 0. The modified accuracy is the 
percentage chance that the target is hit. If 
it is hit, it is then subject to damage. 
Point fire uses AP shells against hard tar- 
gets and HE shells against soft targets. 


Damage Calculations: 

The damage done against a unit depends 

on whether it is a hard target or a soft 
target, and the type of shell being used. If 
an AP shell was fired, only the target unit 
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(1-8) Move cursor. 


(0) View terrain only. All units are cleared from the screen so that the underlying terrain can be 
seen. 

(A) Go into All-Units mode. If the formation HQ is not the current unit, it will become the current 
unit. You will be able to issue certain orders to the whole formation. 

(B)** Bombard. The cursor location is the target square; the current unit is the spotter. Those units 
available to bombard and the administrative delay before firing starts will be listed. 

(C)@ Cancel orders. All movement and bombardment orders assigned to the current unit are 
cancelled. 


(D)*@  Debark passenger(s). If the current unit is a vehicle then it will unload all of its passengers; if 
the current unit is a passenger, then only it will unload. 

(E)* Embark passenger. When given to a vehicle, you will be asked for the formation and number of a 
unit to be loaded onto the vehicle. 

(F)*@ Change unit's facing. Use the directions of the movement compass. 

(G)** Rally. When an HQ unit is ordered to rally, it will attempt to halve the suppression value of all 
subordinate units within its rally radius. It costs one order to press the rally key, and one order 
for each unit rallied. 











(H) Find units HQ. The next superior headquarters unit becomes the current unit. 
(es Inspect enemy units. All enemy units that can be seen by the current unit will be shown sequen- 
tially. The current unit can choose one of them as a target by pressing the T key when the _ ne SS I EID 
desired enemy unit is accessed. It costs one order to designate a target. as = = 
(J)@ Toggle computer control. Places a formation under computer control or removes it from that = Se — 
control if already under computer control. ———— = SRR See 
(K)* Infantry smoke. An infantry unit can be ordered to lay sinoke in an adjacent square. E SSS eee "err siiaiteieee % 
(L) Locate. Moves the cursor over the current unit. E ee = = ae 
(M)*@ — Move unit. The unit will be ordered to move to the cursor location. An advance state will have to = Ty Se Pig oy 
be chosen for it. j if — 5 a 
(N) Next unit. The next unit in alphanumeric order will become the current unit. | — ; ents 
(0) Display units movement objective(s). Moves the cursor to the location of the movement Ee 
objectives assigned to the unit. Its state will also be shown. 
(P) List units passengers. All units loaded aboard the current unit are listed. \ 
(R)*@ Range. The maximum firing range at which the current unit will automatically select targets can is — 
be changed. 1 i 
(S)*@ State. The state of the current unit can be changed. =e 
(T) Show units target. ¥ os 
(U)* Infantry assault. The current infantry unit will assault the enemy at the cursor location. i ee ec eee 
(V) View. All squares that the current unit can see will be inversed. : 
(W) Weapons Page. The current units Weapons Page will be displayed. ] ¥ - 
(X) Exit Unit Menu. Return to the Map Menu. i 
(Y) Center screen on unit. 
(Z) Toggle maps. The map changes to whichever (strategic or tactical) is not in use. f 
Notes: FE 
@ =Can be done in All-Units mode. fe lias 
* = Costs an order. P = — - a 
** = May cost more than one order. { 
***_ Costs an order if an enemy unit Is targeted during an inspection. = 
\ 


Rand Questions or Problems? 


eee eee hae Our main business telephone number is (415) 964-1353. We also 

havea Technical Support Hotline number: (415) 964-1200, which 
TRATEGIC SIMULATIONS, INC. you can call if you have problems with your disk or need a clanifica- 

1046 N. Rengstorff Avenue tion of the game andor rules. Both numbers can be called every 


Mountain View, CA 94043 workday, 9 to 5 Pacific Time. 








